
Poster	Print	Size:	
This	poster	template	is	36”	high	by	
48”	wide.	It	can	be	used	to	print	any	
poster	with	a	3:4	aspect	ratio.	

Placeholders:	
The	various	elements	included	in	
this	poster	are	ones	we	often	see	in	
medical,	research,	and	scientific	
posters.	Feel	free	to	edit,	move,		
add,	and	delete	items,	or	change	
the	layout	to	suit	your	needs.	
Always	check	with	your	conference	
organizer	for	specific	requirements.	

Image	Quality:	
You	can	place	digital	photos	or	logo	
art	in	your	poster	file	by	selecting	
the	Insert,	Picture	command,	or	by	
using	standard	copy	&	paste.	For	
best	results,	all	graphic	elements	
should	be	at	least	150-200	pixels	
per	inch	in	their	final	printed	size.	
For	instance,	a	1600	x	1200	pixel	
photo	will	usually	look	fine	up	to	
8“-10”	wide	on	your	printed	poster.	
To	preview	the	print	quality	of	
images,	select	a	magnification	of	
100%	when	previewing	your	poster.	
This	will	give	you	a	good	idea	of	
what	it	will	look	like	in	print.	If	you	
are	laying	out	a	large	poster	and	
using	half-scale	dimensions,	be	sure	
to	preview	your	graphics	at	200%	to	
see	them	at	their	final	printed	size.	
Please	note	that	graphics	from	
websites	(such	as	the	logo	on	your	
hospital's	or	university's	home	page)	
will	only	be	72dpi	and	not	suitable	
for	printing.	

	
[This	sidebar	area	does	not	print.]	

Change	Color	Theme:	
This	template	is	designed	to	use	the	
built-in	color	themes	in	the	newer	
versions	of	PowerPoint.	
To	change	the	color	theme,	select	
the	Design	tab,	then	select	the	
Colors	drop-down	list.	
	
	
	
	
	
	
	
	
	
The	default	color	theme	for	this	
template	is	“Office”,	so	you	can	
always	return	to	that	after	trying	
some	of	the	alternatives.	

Printing	Your	Poster:	
Once	your	poster	file	is	ready,	visit	
www.genigraphics.com	to	order	a	
high-quality,	affordable	poster	
print.	Every	order	receives	a	free	
design	review	and	we	can	deliver	as	
fast	as	next	business	day	within	the	
US	and	Canada.		
Genigraphics®	has	been	producing	
output	from	PowerPoint®	longer	
than	anyone	in	the	industry;	dating	
back	to	when	we	helped	Microsoft®	
design	the	PowerPoint®	software.		
	
US	and	Canada:		1-800-790-4001	
Email:	info@genigraphics.com	

	
[This	sidebar	area	does	not	print.]	

Impact of real-world trading into online video games  
Alfred Snay; 

University of Hawaii – West Oahu  

Alfred Snay 
University of Hawaii – West Oahu 
Email: asnay@hawaii.edu 

Contact 
1.  Park,	B.,	&	Lee,	D.	H.	(2017,	February	19).	The	interplay	between	real	money	trade	and	narrative	structure	in	massively	multiplayer	online	role-playing	games.	International	Journal	of	Computer	Games	Technology.	Retrieved	October	5,	2021,	from	  
2.   Cavalli,	E.	(2008,	August	25).	Study:	Gold	farming	is	a	$500	million	industry.	Wired.	Retrieved	October	5,	2021,	from	https://www.wired.com/2008/08/study-gold-farm/.	 
3.   Zhang,	Y.,	Huang,	W.,	&	Deng,	W.	(1970,	January	1).	The	research	on	consumer	behavior	of	online	games	and	its	influencing	factors.	MATEC	Web	of	Conferences.	Retrieved	October	5,	2021,	from	https://scholar.archive.org/work/biv2pkhwjfgdritlzqihmqsg4u.	 
4.   Constantiou,	I.,	Olsen,	K.	B.,	&	Legarth,	M.	F.	(2011).	What	are	users’	intentions	towards	real	money	trading	in	...	Retrieved	October	5,	2021,	from	https://www.researchgate.net/profile/Ioanna-Constantiou/publication/

236686178_What_are_Users%27_Intentions_towards_Real_Money_Trading_in_Massively_Multiplayer_Online_Games/links/549828a00cf2519f5a1dc5fd/What-are-Users-Intentions-towards-Real-Money-Trading-in-Massively-Multiplayer-Online-Games.pdf.	 
5.   Gao,	Y.,	&	Barnes,	S.	(n.d.).	Why	people	buy	virtual	items	in	virtual	worlds	with	real	...	Why	People	Buy	Virtual	Items	in	Virtual	Worlds	with	Real	Money.	Retrieved	October	5,	2021,	from	https://www.researchgate.net/publication/

220628024_Why_People_Buy_Virtual_Items_in_Virtual_Worlds_with_Real_Money.	 
6.   Sanction	Scanner.	(n.d.).	Online	video	games	and	money	laundering.	Retrieved	October	5,	2021,	from	https://sanctionscanner.com/blog/online-video-games-and-money-laundering-183.	 
7.   Udomvanich,	B.	(n.d.).	The	impact	of	allowing	real-money	trading	in	mmorpgs.	Academia.edu.	Retrieved	October	5,	2021,	from	https://www.academia.edu/12173260/The_Impact_of_Allowing_Real-money_Trading_in_MMORPGs.	 
8.   Olivetti,	J.	(2020,	February	9).	The	dangers	and	allure	of	Real	Money	Trading	in	mmos.	Engadget.	Retrieved	October	5,	2021,	from	https://www.engadget.com/2011-09-03-the-dangers-and-allure-of-real-money-trading-in-mmos.html.	 
9.   FreeMMOStation.	(n.d.).	Real	world	trading	and	mmos:	Positive	impact.	Retrieved	October	5,	2021,	from	https://www.freemmostation.com/features/real-world-trading-mmos-positive-impact/.	 
10.    Papagiannidis, S., Bourlakis, M., & Li, F. (2008). City Research Online - Core. Making Real Money in Virtual Worlds: MMORPGs and Emerging Business Opportunities, Challenges and Ethical Implications in Metaverses. Retrieved October 5, 2021, from https://core.ac.uk/download/pdf/76981951.pdf.  
11.  Barboza, D. (2005, December 9). Ogre to slay? outsource it to Chinese. The New York Times. Retrieved November 7, 2021, from https://www.nytimes.com/2005/12/09/technology/ogre-to-slay-outsource-it-to-chinese.html.  
12.  Alvarez, D. (2021, March 19). How Venezuelans took over video game gold farming. Game Freaks 365. Retrieved November 7, 2021, from https://gamefreaks365.com/how-venezuelans-took-over-video-game-gold-farming/.  
13.  Buy & sell OSRS Gold, WOW gold, poe currency. PlayerAuctions. (n.d.). Retrieved November 7, 2021, from https://www.playerauctions.com/.  

References 

In the world of online gaming, every individual user has virtual currency they 
use to build their character or enhance their gameplay. As some individuals 
work towards obtaining currency there are users who reduce the enjoyment of 
earning virtual currency by using real world trading. The issue with real world 
trading for in game currency involves both business and in-game economy 
considerations. For the in-game community, players who buy currency are 
trying to progress quicker in the game without having to spend the time to earn 
their progress. Usually, players who indulge in buying currency are using 
third-party resources that required hours to generate currency for other players 
to buy. For the rest of the in-game community that work towards their wealth 
it is a very unfair advantage that some people who have income to spend for 
more currency in game which leads to an economy crash because of the mass 
influx of currency being moved around in game. 	

Abstract 

The results of this research indicate Venezuela is one of the many countries in 
addition to China which actively participate in gold farming. According to 
Barboza (2005), China represented approximately 80% of all gold farmers 
nearing 100,000 full-time workers in 2005. Since 2016, Venezuela has 
experienced economic problems due to their hyper inflation rates rising to one 
of the highest in the world. But in the time period since their research the value 
of their currency was reduced to nothing and they needed to outsource to find a 
different method to acquire money, which included MMORPG’s and farmed 
gold. Many of the farmers often used Bitcoin during their sales which is a form 
of money laundering. Companies like Jagex tried to combat these farmers by 
introducing a bot detection system and removing them from the game to 
reduce the number of accounts being used to farm for gold and introduced 
their own form of in game currency for players to buy with real money and sell 
to other players for gold. The average monthly minimum wage was around $2 
but for the people who worked farming gold earned between $20-$60 per 
month. 	

Introduction & Research Question  

In my research I used a lot of Google and Google Scholar to 
find most of my articles. When searching for the specific 
company about their real-world trading would often bring me 
to forum posts on their website which would talk directly about 
what their methods were to combat it. There were a few gold 
selling websites that I reviewed, and they’ve also listed other 
services they do such as selling items, accounts, and power 
leveling services which is having someone train your account 
for you. 	

Research Design & Data Collection  

of accThe real-world trading in online video games is a category to be able to stop individuals from 
selling for a profit off a company’s game. Throughout the research it was a quick realization that in the 
video game industry especially if your game is free-to-play there is only so much that can be done to 
counter the gold farming industry from making and selling. But as the company tries to combat it with 
bot detection software or limiting the amount of wealth that can be transferred in one transaction, people 
will try to find methods around it. There can be a few more methods companies could try but the only 
drawback could be deterring newer players from playing. One method could be since all accounts that are 
logged into the server that the game is being hosted on are being tracked in game if there is a large 
amount of wealth being transferred between players who’ve had no interactions with, or total play 
duration of the account can be held in a temporary banning. During this time of banning, staff can have a 
set time of 3-5 days to assess whether the gold was just being given to the account with no prior 
conversations. If there is nothing suspicious found during the days, the account can be released that had 
the money transferred to it. This can deter some newer players because friends could give them money to 
help them in their adventures on the game and being falsely banned could give them less incentive to 
play if this were to happen every time. Another method is like the first but have the trade sit in a pending 
offer for a few days without the banning ounts to assess that the accounts may be friends or a gold farmer 
and a customer.  

Discussion 

Through the research in this topic, it seems that although there is a problem with online 
gaming and the transactions that happen outside the game for real currency but there are 
only s many ways to defend against this since not every single transaction can be stopped. 
The safest method would be putting a temporary hold on accounts when a large sum of 
money is transferred over to an account that has had no relation to it being location from 
login services. Until the account has proven that is them or transferring to another account 
for an acceptable reason it should be held in a temporary ban. The future research that can 
be done is to have a constant monitor over the transactions in accounts that are only a few 
weeks/months old and where the money travels to. Tracking the login details for where 
those accounts have logged in can provide information of where there are the most traffic 
for these types of accounts that are farming gold to sell. But placing them into temporary 
bans until there is valid proof of no intention to sell would be the best path of moving 
forward until another failsafe method comes forward to stop these transactions. 	

Conclusions 

Runescape World of Warcraft Final Fantasy 14 

Gold $0.225/M $0.013/K $1.310/M 

Items $10-$7,000 $15-$3,800 $10-$700 

Accounts $20-$3,500 $40-$8,000 $40-$1,750 

Services $5-$400 $5-$1,000 $10-$650 

Introduction: Online video games have become a big part of 
the gaming community. Many individuals who play these 
online video games vary in ages from teenagers to working 
adults. Working adults, they may not have the time to actively 
play to achieve any goals they have set forward in the game, 
which also applies to younger individuals but in a different 
mindset stating that they do not want to work for their goals 
and rather “pay to win.” This is a term that describes the use of 
real money to gain virtual currency or items to reach their 
goals quicker without having to put forward the required effort.  
 
Research Question: The objective of this research is to 
determine the impact of real-world trading for online video 
games from third party markets.  
 
Hypothesis: In my research, I’ve found that real-world trading 
has been an issue in online video games and more players are 
prone to buy currency with real money then work for it 
themselves. However, there are risks to buying currency which 
can involve tracking and selling of personal information.  
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